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J A LEGO USA INC. LIMITS WARRANTY 


Jaieco USA ina wsrrjnte toftie original purchaser of tiis Jalftco software product that tbe medium on 
which th\z consoler program is recorded is free Rum detects :n materials anc workm-Miship ter d fteriod 
d oinriy (SO) days ir&m tht date ol purchase.This Jatero soff/^re program is sold "as isT without 
express or implied warnrly or any kind, and Meco is pc: liable tor any losses o* dam^s ol friykind 
resulting mm use of this program. Jateco agrees fora period Ol n ism*I y {90) days to eisheT repair 
replace, at its option, f rite of change, any Jaieco software prcdiiet, postage paid, w\th prool ol dale of 
purchase, at ita Factory Service Center 
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MGIDECTAL, OR CONSEQUENTIAL DAMAGES RESULTING FBOM POSSESSION, USE OR MALFUNCTION 
OF THIS JALECD SGHWABE PRODLCI. 
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.imitations of incidental dr conseuiMilistf damages so the above limitations and/or 
exclusions of liability may not appty to y 0 a TTiis warranty gives you specific 

Fights, and you may afeo have other rights which wary 1mm stole to slate 
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THANKS FOR BUYIMG MANIAC MANSION FROM JALEGQ, IT’S JUST ONE DF 
MANY NEW AND EXCITING GAMES WE WILL RE BRINGING OUT FOR YOUR NES. 

TABLE OF CONTENTS 

About Maniac Mansion 
Starting the Game.... 
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Characters . 

Hints and Assorted Notes .... 

Taking Care of Your Jaieco Game 

Help Jaieco invent New Games You’ll Like. 
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ABOUT MANIAC MANSION 


There are weird people living in Maniac 
Mansion: Dr. Fred, a Ll retired ’ 1 physician 


turned mad sciential; Nurse Edna, a termer 


health care professional who's aa strange 


as ih$ good doctor; Weird Ed, a teenage 


commando wish a hams!# fetish=| and ih^n 
there's Dead Cousin Ted, and the Temacte, 
and somebody-or something^else.,.. And 

what's a nice young cheerleader named 


Sandy doing in Dr. Frsd : s basement? 
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Your goal is tn direct a team of thme locai teenagers (including 

Sandy's b|yfffend, nave) through hie mansion to rescue Sandy 

As you explore, you' I meet all the strange inhabitants of the 
mansion, and you'll discover Dr. Fred 5 am bit™ to control the 
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world-one teenage j at a time. 
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A WARNING; DO NOT USE WITH FRONT 

OR REAR PROJECTION TV 
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Go nal usfy a front or rear prirjtrf'licn leleMa&i-ftn NVith y<Wi’ 
NinlcndtJ Cnterlairinienl System 

Veuar pw4ijec 1 l 0 n (elfrvi-alon acteen may be permanently 
damaged if vidto turtles with stationary sceroes or patterns 
■r± placed an yaurprujeeiiotfi television. SRmllar damage n i ay 

□tour if you placu a Video on ftOld 0* pause IT y(HJ uSfr 

y q yr ptfajttiid 10 television NE 5 gsmes. Nintendo win not 

bu tiable tar any damage. Tnfcs situation is no: c&u&ed bv -a 

defect in Ihe NlS or NE5 g&fttel: Ollier 1j<eU Qir repel: | ve 
images may cause similar driftage lu a pGjeSlion television. 
Please contael yoiMTV insnuTactureKTorTiirtlwr Inl'CHfmHliOfl. 
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Yciu : li find that each oi the seven teenagers you can choose from 

has special skills, talents, and weaknesses Anil each nt ifie crazy 
occupants ot the rnansicm has goals, and desires that cart help or 
hinder ynor team, depending on how you handle them. The story 
and your approach to rescuing Sandy- will be different depending 
on which ^ids you chouse and how you Interact with the people 
and things inside the mansion itself. 
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Each of the possible stones in Maniac Mansion is really a targe, 
complex puzzle made up of scores ot smaller puzzles. From time 
lo time, movie-like ' cut-scenes" reveal clues about the story arid 
whafs going on elsewhere. As you discover die smaller puzzles 
that make up each story line, you'll find that most will have tc 
be solved in a certain order.There can be several ways :o get 


something done-but of course, there is always a best way. 


Quod luck! 
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C HOOSING YOUR TEAM 
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Ihe arrow is over a 


kid tliat 








interests you. You will sec a short biography of that kid or? the top 
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can select two other Kids. The 
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picture ot the kid you dorr! want. The border will disappear and you 




the story line and many oi the puzzles you need to solve will be 


comhinatiom When you have completed your 
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selection, move the srrow to the “star" 
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PLAYING THE SAME 


After the title sequence, you wial see your team standing m 


the driveway next to the mansion. When they all tun and 

face you, you will ti$ directing the actions of Dave (you can 
uwitch control to a “new Kid" rf you'd like-see page 15). 


1. The Message Line is the ine at the very ton or liie 


screen. Words spoken by any of the characters appear on 

related messages.[for example 


s hue. as well as pine 
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£1 


PLEASE SELECT TWO KIDS BFSiDFS DAVE") 


2. The Animation Window s [he largest i j rI of tri-e 
screen where the animated world of lire mansion is 
displayed. It shows ihe ''camera’s eye view" of the room' 

that the currently active diameter is in, 
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3. The Sentence Line is directly below the Animation 
Window. You use this line to construct sentences that tell 
the characters what to do. 


selected from the groups of words in the 
columns below the Sentence Line. You will always bo 
able to see all the verbs used in the game - they will not 
change as the game progresses. To select a verb, position 
the cursor over the word and press A. In the case of tee 
most oomiriosity usect verbs (i.e. Set, Open and Use), 
you may select one o' these verbs automatically by 

pressing the select key. Each time you pmss Select you 
wit activate one of the three verbs 
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5. The Inventory is the area below (tie Verbs. Each 
character on your team has his nr her own Inventory, 
li is empty at the beginning of the game (except for each 
character's CD Player-see page 18}; (fie name of an object 

is added to a character's Inventory when the character 


picks the object up during game play. I here is no limit to 


the number of objects a character can carry. When there 
are more than tour items in an Inventory, an arrow icon 
appears In the middle of the list. Use it to scroll the list 
down or up. 
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Ncuns (objiecfs) can be se ected in two ways. Yen rray select 
a rsosjn by placing the arrow over an object in the Animation 
Window and pressing A. Mo$t objects in the mansion, and all 
objects that are usabte in the game, have names. If an object 
nas a-name, it will appear an the Se ntence line when you move 
the arrow over it and press A. You may also select noons by 
clicking cm words in the Inventory. 

To move a character around, move your arrow to a place in 

the Animation Window that yon want your character to go. Press 
the A button when your arrow is in the right place Your character 
wilt automatically move to that location, assuming he or she 

i$ able. 
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To tell ;i kit to tarry oul the directions you've put on the 
Sentence Line, press the A button when the arrow is ovei me last 
object thaft will be in the sentence. Example; You wish to have Have 
use a key in a door. Press the A button when the arrow is over the 
verb ,£ use." Then move the arrow Bo the key in Dave's Inventory 
and press the A burton. Finally, move die arrow to the door In the 
Animation Window, Make sure the Sentence Line reads "Use key 
in door' and press the A button. 

Using the verbs: USE, OPEN or GET. A quicker way to form a 
sent&noe using the meet commonly used verbs in Maniac Mansion: 
USE h SPIN ct GET. Simply move your arrow over an object to be 
included in the sentence (such as "radio"!- Press the "SELECT 
button to cycle through the vfcfbs: USE, OPEN and GET. Press the 
A Button when the proper verb has been Inserted into the sentence 
Example: USE DoofbeH. 

This special use of the SELECT button allows you to quickly open 
doo?s : pick up items, or use items that don't need to te "lurried on 
first (Or items that have already teen turned on) 
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CUT-' C EN ES” 
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Cut scenes are short animated sequences-like scenes ttom 
a movie-which can provide clues and information about the 
characters. Whon you are viewing a cut-scene, you do not direct 
the action so the text be low the Animation Window disappears. 

You may''fast-forward” through a out-scene by pressing your 
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TH MGS TO TRY 
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Read the sign on the fence* Point to the verb "read!" 
Click A_ Feint to the sign. Click A. Dave will walk over to the 
sign and will tell you 
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it says via Ihe Message Line. 
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Direct Dave to walk to the mansion by moving the arrow to 
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the left edge ol the screen and pressing the A button. Have him 






centime walking to the left until tie's in front of the mansion. 


To gel into the mansion try the sentence, "Pull doer mat” 

First, select ‘‘‘Pull 1 by moving your arrow over the word rr the 
Verb List and pressing the A button once, "Pull 71 now appears 
on ^hc Sentence Line. 


Second, select the mat by moving your arrow over the mat 
and pressing the A button. "Pull door mat" now appears on 
the Sentence Lino and pressing the A button will complete 
the task 

Third, pulling the mat will reveal the koy needed to get mto 
the mansion 
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SPECIAL VERBS AND FUNCTION KEYS 


New Kid-Select "New Kid" from the menu to bring up the 


list nl Kids in your party. Move the arrow to the kid yen wish to 


Do n't forget that you have to have two other tesm members 


in Order to try tu rescue Sandy. Each kid is a vital part of 

help. 


Start Button- Ry pressing the "START 1 button at any point 


There are tour choices on the save screen; 


Back to ttiB Mansion-Wid pul you right back where you left 


oft ire you? currant game. 


Same Game-Saves your progress in your current game. 

Restore Saved leme^Will put you back where you last saved 
you r game. 


New Game- Restarts (he game 
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Keys, Keys, Keys- here are several keys to he found inside 
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What da the kids do?-All the kids have a talent, arc! its 
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Razor has plenty of 

musical talent 
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Wendy aspires to be 

a novelist. 
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Jeff can fix the telephone. 
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Michael is a photographer, 

and .can develop film. 
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HINTS AND ASSORTED NOTES 


CD Players.- Each -rid is equipped with his cr her oi 
disc player. When the CD player is on, a background 


song p^iys. Turn it oft and the character will not have 


background music, 
al! theme music, all 3 CD p aye re must be tum&d eft. 


: Every kid has a CD player. 


Hie Padta&e-During the game, a package will he left at the 
mailbox oifedc the mansion. Yekj ! II know it's there because the 
madman will, ring the doorbell. Get that package!!! At the very 
least, prevent Weind Ed from gelling it You : ll need somelhing on 

the boK.The package itself comes in bandy too! 


Bulletin Board-1 he enclosed poster wifi give you many hints. 


Refer tc it often. Mere are a lew other hints: 


Being sent to the dungeon isn't bail, It can even be good 


I 


ickrn the dungeon 

Sometimes you can get past someone by having a kid 

gel explored, creating a diversion. 

The flashlights useful in dark places. 
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flatiiac Mansion Hint Booh— For just $7,95 ('includes shipping and handling), order a Maniac 
Mansion hint book, a complete guide to the game with over a hundred clues, solutions to all 

at the puzzles, and heiptul hints such as howto pet the zombi nation to Nurse Edna’s wall sate 
oi howto drain the radioactive swimming pool. Get a glimpse of the entire mansion with cur 

comprehensive map, which shows you each room, check your inventory apinst the object 
listings, and enjoy a full narrative of the adventure, from start to finish, from Dave’s perspective, 
just call f-BOCHSTARWABS (1-800-782-7927) between 8 am and 5 pm, Pacific lime, Monday 

through F ndary and ask for the Lucasfilm Games catalog department, in Canada call 

1-800-828 -7927, Or send a check or money order to Lucasfilm Games, P. 0. Box 5896, 

San Mateo, CA 94402-0896. 

TAKING CARE OF YOUR JALECO GAME 

♦ Tfiis Jaloco Game Pak is a precision-crafted device with complex electronic circuitry 
Avoid subjecting it to undue shock or extrem es of temperature. Never attem pt to open or 
d ismantle the Game Pak. 

♦ Do not touch the terminal leads or allow them to come into contact with water or the game 
circuitry wifi be damaged. 

♦ Always make sure your NES Control Deck is SWITCHED OFF when inserting the Game Pak 
or removing it from the Nes Control Deck. 

♦ Because of the SAVE GAME FEATUF1E, you should hold FtESET while removing the Game Pak. 


■ 






IS 



? 


■■ 

■ 


v 




■ 


■ ■ 






— 


I 






HELP JALECO INVENT NEW GAMES YOU LL LIKE 

Jateco is always developing video games for your Nintendo Entertain 
merit System,' and we’d like your help. Answer these questions, and 
then send us your name and address. Well put you on our mailing list 
to get the most up-to-date information on Jaleco games. 


Mate/Female 


Name_ 

Address 


Age 


City 


State_ 

How did you get this game? QJ bought it LJ got as gift 

How many games do you own for your Nintendo?.- 

How long have you owned your Nintendo?_ 

Does your Nintendo have any other accessories?- 

I gun I I power glove . power pad _| other joystick I IU-force 

ft you own another joystick tor your Nintendo, which one is it, and why did you 

want another stick?_ 
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'A'hat k i r, r; of names do you Pike to pi ay on your Nintendo? 


□ 


hits □ arcade titles □ sports 


mo™ 


games 


□ 


games M adventure 


□ driving names 


I I wish friends? 


Do you 


I 1 stare displays 


How do you learn about new games. 
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[Z] advertising O cal IN intend d |_] call other 


Which TV shows do you watch? 


Which movie did yuu last sea? 


— 


[JO you have any brothers? 


how old? 






I 


Thanks lor answering our questions and telling us about yourself 

and what you I ike to play. Return this form to: 

JALECU USA. INC. 310 Era Drive, Northbrook, Illinois 60062 




REMEMBER T 3 ASK YOllR FAVORITE VIDEO GAME STORE FOR JALECO GAMES TO YOUH NES 
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COMPLIANCE WITH FCC REGULATIONS 


uses radio frequency energy 


and it not Installed and 


is, in strict accordance wilts the manufacturer's instructions, may 
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It has Peed type tested and lound 
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device in accordance with the 


Id 


i fixations in Subpart J of Part 15 o J FCC Rules, which are designed to 
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Reorient the receiving antenna 


Relocate the NES with rcspccl to 
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receiver 




Move the iES away from trio receiver 




the NFS into a different otit ef s-o 


that computer and receiver are on different 
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circuits. 
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ician for additionat suggestions. 


user may find the fo lowing booklet 




by the federal Communications Commission helpfu: How to Identify and 
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Radio. 1 TV interference Problems. This booklet is available horn the U. 
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